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Pixies (WordPress) for more Dungeons and Dragons 
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FAERIE TALES AND THE I RUTH 


eldom seen but often felt, whether it be the caress 
of ethereal fingers or the raising of gooseflesh on 
one's arms, many believe that the Faeries, often 
called the Fey or the Good Folk, are simplisic in 
nature and harmless. There are thoughts that 
they are gossamer-winged and flighty, taking 
delight in the laughter of babies and the songs of 
a passing minstrel 

While all may be true, they are merely a facet of what these 
creatures truly are. 

Faerie folk, like mortal beings, have a wide array of their 
colors which they decide to don for onlookers. Though many 
are frilly, fickle things, there are a greater number of them 
which are darker in hue and akin to the shadows which dwell 
in every being's hearts. Tricksters who delight in leading 
those astray; blood-drinkers who are oft mistaken for 
vampires. These are only a small description of the faeries of 
the realms, both near and far. 


PLAYABLE RACES 


Depending on the world which the game takes place in, 
having faerie-themed choices will add some flair and an 
exotic, magical feeling to the realm which they dwell in. 
While elves and halflings are common enough, and 
oftentimes associated with the fey, they are not completly 
faerie in nature. 

Many creatures of faerie classification have some sort of 
innare magical ability inside of them. They are proud of these 
talents, which they believe set them apart from others that 
are not of their kin. 


AERIAL 


While dryads are creatures of the earth, Aerials are those of 


the air. Even more at home in higher altitudes then even sky- 
affiliated Genasi, Aerials have an unbridled love and some 
even say a need to soar amongst the clouds. 

Their appearances vary, like most any race. Usually, their 
skin is on a pale blue and stormy grey shade, with fine blonde 
hair. Some even are born with graceful wings, which are 
many a time the envy of other Aerial 

As an Aerial, you have the following traits: 


e Ability Score Increase: Your Charisma score increases by 
two, and your Dexterity increases by one. Flighty beings, 
Aerials tend to be as nimble and taltative as parrots. 

e Languages: You can read, write and speak Auran, Sylvan 
and Common. Aerial are sky-traveling fey spirits who have 
a connection to both the Elemental Plane of Air and the 
Feywilds. 

e Move Speed: Your move speed is 30 feet as is your Fly 
speed. 

e Darkvision: You can see in the dark for up to 60 feet in 
shades of grey. 

¢ Cloud Movement: Once a day, you can use the fly spell for 
a duration of ten minutes. After this, you must make a 
Constitution saving throw (DC 13) or suffer one level of 
exhaustion. 


DRAGONBORN VARIANT: FAERIE 


Dragonborn touched byfaerie magic desire agility and beauty 
above all else. Being fleet-footed and cunning has kept these 
smaller dragon-folk out of trouble, or possibly gotten 
themselves into more then usual. 

Far more whimsical, they embody the playful nature of the 
Faerie realm: oftentimes, they love to partake in light-hearted 
trickery which never does too much harm. If it does come to a 
combat situation, Faerie Dragonborn would rather use their 
Euphoria Breath to confuse enemies and flee. 

As a Faerie Dragonborn, your traits are slightly different 
from others with a chromatic or metallic lineage: 


e Ability Score Increase: Your Dexterity increases by two, 
and your Charisma bv one. Faerie Dragonborn need to be 
quick to avoid those who prey on them, and chatty in order 
to talk themselves in or out of a bind .phb{ width : 
210mm; height : 296.8mm; } 

e Languages: You can read, write and speak Draconic, 
Sylvan,and Common, Most Faerie Dragonborn though 
prefer to speak in Sylvan, however. 

e Breath Weapon: Euphoria (recharge 5-6): 10 ft, one target. 
You breathe out a cloud of euphoria gas at one creature 
within 10 feet of it. The target must succeed on a DC 
Wisdom saving throw 10, or for one minute the target cat 
take reactions and must roll a d6 at the start of each turn 
to determine its behavior for that turn. 

e 1-4: The target takes no action or bonus action and 
uses all of its movement to move in a random 
direction. 

e 5-6: The target doesn’t move, and the only thing it 
can do on its turn is make a DC saving throw of 15, 
ending the effect on itself on a success. 

e Pixie Minded: You have advantage on saves against being 
charmed by spells or spell-like effects. 

e Faerie Casting: As a creature associated with the land of 
Faerie, you have a well of innate magical power. As you 
level, you gain the following spells and can cast them 
without components. At Level 1, you know the cantrip 
dancing lights. At Level 3, you can cast color spray at a 
2nd Level spell slot. At Level 5, you learn mirror image 
and can cast this once per day. 


NAIAD 


The waters of the world are not just essential to your being, 
but held as sacred. Faerie creatures born of both land and 
water, Naiads hold oceanic dephs and the lapping of rivers 
and lakes to be one of life's many wonders. It is almost held in 
a sacred regard to Naids. 

Most look more humanoid in appearance, though it is not 
uncommon to have fin-like extensions on their bodies. All 
though have patches on their body which are scaley, and their 
eyes are massive orbs of multiple colors. Their coloration 
ranges from the spectrum of sea life, making every one of 
their kind different from anyone else. 


As a Naiad, you have the following traits: 


e Ability Score Increase: Your Charisma score increases by 
two, and your Constitution increases by one. Naiads need 
to be hearty enough to survive deep water dephs and 
talktative to get themselves out of painful situations. 

e Size: Your size is Medium 

e Move Speed: Your move speed on land is 30 feet, as is 
your Swim speed. 

e Aquatic: Naiads can breathe underwater as well as above. 

® Ocean Deph Dweller: You have resistance to force 
damage. From diving to incredible dephs, you have 
aqquired a natural resistance for the crushing pressures 
under the waves. 

e Languages: You can read, write and speak Sylvan, 
Common and Aquan. As a creature with ties to both the 
Faerie realm and that of the Elemental Plane of Water, 
you are versed in a variety of languages. 

e Darkvision: You can see in the dark for up to 60 feet in 
shades of grey. 

e Friend of the Water: You can speak to aquatic and semi- 
aquatic creatures as if they shared a language. They 
regard you as friendly in this manner. 


REDCAP 


Small but bloodthirsty creatures, approximately the same 
size of a Halfling, Redcaps are known for the scarlet hats 
which they wear upon their heads. More then just a classy 
fashion statement, these head coverings hold a gristly source 
of their pride: after each of their kills, a Redcap soaks it in the 
spilt blood of their enemies. Some say that the more blood is 
accumulated, the more power the Redcap gains. 

Angry creature, Redcaps are well known for their love of 
battle of violence: some say to a supernatural level of 
enjoyment. Theie appearance is suitingly frightful: tiny red 
eyes, pale skin, and yellowed sharp teeth. Males have long 
prickly white facial hair and larger hands then women. All 
wear their hats with pride, and are quite defensive about 
them. 

As a Redcap, you have the following traits: 


e Ability Score Increase: Your Strength increases by two, 
and your Constitution increases by one. Both powerful in 
build and hearty in stature, they are predators in their own 
right though they do not look it. 

e Size: Redcaps average between two and four feet high, 
which they never exceed this height. There is a good 
reason why some call them "kneecap rippers". 

e Move Speed: Your move speed is 25 feet. 

e Recap Handiness: you are proficient with sickles, short 
swords and light armor. 

e Skills: You are proficient in Athletics and Intimidation. 

e Languages: you know how to speak and write Sylvan and 
Common. Though, it is not uncommon for some 
particularily intelligent Redcaps to also know Dwarven or 
even Terran. You may choose one of these other languages 
in replacement of the starting two. 

e Darkvision: You can see in the dark for up to 60 feet in 
shades of grey. 

e Outsize Strength: When you are grappling, you are 
considered to be a creature of Medium size. Also, holding 
a heavy weapon does not impose disadvantage on your 
attack roll 


TTIEFLING VARIANT: NIGHT HAG BLOOD 


When a person's mind thinks of Tieflings, automatically they 
believe that the source of their hellish parentage came from a 
demon, such as a Cambion or Incubus. Just like any race 
there is a wide variance in what caused Tieflings to be born. 

A curious happening is when a Night Hag decides to take a 
mortal male lover, most likely forced love, and produces a 
tiefling offspring which shares her features. Many of these 
offspring grow up to pursue darker paths without realizing 
that it is a path that is spawned from their distant fiendish 
relative. 

As a Night Hag Blood Tiefling, you have the following traits 
which differ slightly from that of normal kin: 


e Ability Score Increase: Your Intelligence increases by two, 
and your Charisma increases by one. 

e Languages: you can read, write and speak Abyssal and 
Common. 

e Darkvision: you can see in the dark, like your Night Hag 
ancestor, up to 60 feet. You see in shades of grey and not 
color. 

e Fiendish Tolerance: due to your lineage, you have 
resistance to either fire or cold damage. 

e Night Hag Casting: as a Tiefling with Night Hag blood in 
you, you can cast the following spells innately which you 
gain at certain levels. At level one, you gain the 
thaumaturgy cantrip. At level 3, you learn the spell sleep 
which you can cast once and regain back on a short or 
long rest. At level 5, you learn magic missile and can cast 
this once per day, regaining it on a long rest. 


FAERIE ENEMIES AND MONSTERS 


hile the popular belief of faeries, in general, is 
that they are peaceful beings is largely 
misleading. There are stories where they are 
benevolent and relatively kind-hearted, but 
more often then not they have mischievious 
natures that are sometimes as ill as demons 
and fiends. 

Many have spent large portions of time and even their 
entire lives to document the mysterious creatures of the 
faerie realm, only for their research to be lost to the realm 
they were studying. While possible to locate, it would no less 
be a trial to do so may be an adventure in of itself. 


ARCHFEY (AIOSIDHE) 


Posessesers of great and terrible power, the Archfey 
command respect from all that is beneath them. Addressed 
as the Aiosidhe (Aeo-shee) in the Sylvan language, meaning 
"that which commands’, they make pacts with Warlocks who 
desire the abilities which they can grant seemingly on a 
whim. Equally swift is how they can take this away from 
those who displease them one too many times. 

‘Archfey' is a title which is held by not one but four 
individuals, and each rule over a particular seasonal 
coordinance. Typically, there are two males and two females 
who hold this name for themselves, but the position is not 
restricted to a certain gender, depending which season is 
being spoken of. 

Each season favors certain personality traits, moralities 
and ideaologies, but many of these are in shades of grey and 
blur the line between what most see as right and wrong. 


TUATH-TENANN: EVER-CHANGING 
LUXURY 


Formally known as the grand palace of the Archfey, this is the 


home where the Aiosidhe reside when it is their 
corresponding season to rule. While it is always a grand, 
splendid location, it's appearance changes depending on who 
it is that has the throne at any moment's time. 

Not terribly many mortals have ever been inside of Tuath- 
Tenann, as most Aiosidhe think that having beings dwelling 
on the Material Plane here is 'heretical' and is considered 
one of many crimes. However, if one has gained the 
friendship and affection of the Aiosidhe, they may be able to 
visit the glorious palace for themselves under the right 
circumstances. 


THE SPRING COURT 


Spring, at it's core, is the most gentle or at least mild of the 
four Arcfey courts. With Spring, the core focus is nurturing 
and providing life for all during this time of transition. The 
land blossoms after a long, cold dormancy and plants begin to 
emerge once more. 

Sarial the Ever-Blooming is the Spring Court's current 
matriarch: kind as she pure-hearted but childish to a fault. 
She is the purest form of pixie curiosity, which some mistake 
as being naive. This is not the case, as her nature is not to be 
confused with being immature and weak. 


She is the wife of Korvac the Permafrost Heart: two very 
different personalities which balance each other out. 


THE SUMMER COURT 


Summer can be both mild and intense, depending on when 
and where this extreme seasonal change occurs. But the 
palace of the Aiosidhe is caught between two constants: 
either of dried-up grass or green healthy life. Thunderstorms 
are a constant occurance, breaking the sky apart with flashes 
of lightning and the smell of rain through the forest. 

Nuada the Silver Handed, as it's current patriarch, is a 
gentle leader who only raises his voice and hand when the 
time calls for such action. His platinum blonde hair is braided 
tightly, and his smile seems to light up the room at even the 
slightest upturning of his lips. 

He is the doting husband of Aiosidhe Brynvalk of the 
Autumn Court: their marriage is the explanation why summer 
and fall transition into one another easily and with no issue. 


THE AUTUMN COURT 


With the cold on it's way, Autumn brings about brilliant shifts 
in color schemes and the tone of the palace grounds. Life 
begins to slow down signigicantly as the days become shorter 
for lengthening nights. Yet, a cozy glow bathes the 
inhabitants, who often carry lanterns and celebrate various 
harvest festivities. 

Brynvalk the Oaken-Boughed presides over Autumn, 
serving as it's staunch ruler. She is rare to smile, as she takes 
her position very seriously and the role of bringing life to a 
slow trickle for the cold seasons to come. 

She is married to Nuada of the Summer Court, and happily 
so. She is seen with a smile upon her face mostly when he is 
around her. 


THE WINTER COURT 


Snow, blizzards and the slowing down of life is the domain of 
the Winter Court. It is a time of somber rest and rejuvination, 
a moment to turn to introspective thoughts and musings. 
Tuath-Tennan is covered in blankets of white and blue hues, 
but it's halls remain warm and welcoming in the harshest of 
months. 

Korvac the Permafrost Heart currently rules over the 
Winter Court. His presence is domineering and some say he 
‘saps the warmth out of the air itself'. A bald head, laden with 
black tattoos, cuts an imposing image at first glance, and the 
perpetual scowl on his face does not assist with this. 

He is married to the ever-sunny Sarial the Ever-Blooming, 
matron of the Spring Court. Their arrangement is seen as 
odd but it makes the passing of winter to spring easier on the 
outside realm. 


EXAMPLE AIOSIDHE: NUADA AND 
ALDAVAS 


> % 


Nuada and Aldavas are twin brothers and the rightful heirs 
to the Summer Court throne. Nuada, born some two minutes 
before Aldavas, is more skilled in magic while the younger is 
handy in the ways of direct combat and military tactics. While 
different in personality, they are none the less related as 
made apparent by their shared traits: white-gold hair, piercing 
black and golden eyes, elven ears and the same pale skin 
complexion. 

Children at War The brothers though were abandoned 
soon in life by their parents. Their mother had died during 
childbirth, and the father could not take living without the 
love of his life to see their children grow up. He took his life 
by his own hands, leaving a large group of advisors to keep 
watch on the sons as they aged. Eventually they grew into 
their social rank as the Summer Court had no definitive ruler 
at that time. 


Tuath-Tenann was filled with their laughter, yelling matches 
and myriad fits of fey mischief: sand dunes appearing from 
nowhere, pink butterflies landing on attendee's noses, and the 
like. Most was for pure innocent fun, which changed when 
the boys were being properly groomed for a politicl station. 
Council meetings had been in progress for several years at 
this point, deciding on which of the twins should be the one 
to rule the Summer Court. Both sons were worthy of the role, 
but in the end it was Nuada that would be given the crown of 
Summer. At his coronation, he was dubbed Prince Nuada the 
Silver-Handed, and Aldavas felt betrayed out of the position 
he felt he was better suited for. 

In anger, Aldavas sought out the assistance of the Nyght, a 
powerful creature who dealt in cursing others and bringing 
about ruin for his own amusement. With a deal struck 
between the two, Nuada was cursed and bound into the form 
of a mundane Blink Dog while Aldavas took the throne for 
himself. Under an illusion which made him look like the true 
Archfey, he ruled with no one being the wiser. 

Weapons of Nobility Nuada and Aldavas may polar 
opposites in their fighting styles, but each has been granted a 
unique soulbound weapon. The older of the brothers wields 
an elegant rapier, Dawndancer: with precision and grace, this 
blade emulates the other-worldly majesty of the Aiosidhe. 
Aldavas, in comparison, rides into battle with Silverfang, his 
beloved glaive. He is an accomplished hunter with the 
fearsome weapon, and many a tale have been heard about his 
many kills: done without effort and little harm to Silverfang's 
owner. 

Aldavas also has another weapon on his persons, called 
Triumph. While Silverfang is his personal blade, Triumph is 
the secondary one which he uses in close-quarters combat. 
Once a foe is knocked down is when he goes in for the kill, 
taking pleasure in seeing them meet an end by his hands. 


Larr ACTIONS 

Each of the brothers have vastly different styles of combat, 
depending on who is currently in control of the Summer 
Court throne. Granted, this is the case for any of the Aiosidhe 
when their time of the year comes about. 


ALDAVAS, THE PRINCELING HUNTER 


On initiative count 20 (losing initiative ties), Aldavas may take 
a lair action to cause one of the following effects. Aldavas 
cannot use the same effect two rounds in a row. 


e Aldavas inspires the awe of his guards. Coro Chrysoprasi 
under his command have advantage on attacks. 

e Aldavas can confer one of his resistances to up to five 
allies creatures. 


NUADA, THE SILVER HANDED 

On initiative count 20 (losing initiative ties), Nuada may take a 
lair action to cause one of the following effects: Nuadas 
cannot use the same effect two rounds in a row. 


e Nuada blesses allies with restorative magic. He may 
choose up to five creatures who regain 2d10+the target's 
Constitution modifier in hit points. 

e Nuada turns invisible for a short duration. He becomes 
under the effects of the spell invisibility. It is dispelled if 
he makes an opportunity attack or taking a reaction. 


ALDAVAS, THE PRINCELING 
HUNTER 


Medium fey (Aiosidhe), chaotic neutral 


Armor Class 20 
Hit Points 390 
Speed 40 ft, fly 30 


STR DEX CON INT’ WIS CHA 
16 (+3) 30 (+10) 15 (+3) 13 (+2) 18 (+4) 20 (+5) 


Saving Throws Dexterity +17, Charisma +12, Wisdom 
+11, Constitution +10 

Skills Arcana +9, History +9, Perception +11, 
Deception +12, Acrobatics +17 

Damage Immunities necrotic, piercing, bludgeoning and 
slashing from non-magical weapons 

Damage Resistances force, fire, acid 

Condition Immunities charmed, frightened, paralyzed, 
petrified 

Senses passive Perception 15 

Languages Sylvan, Common, Elven, Abyssal, Infernal 

Challenge 23 

—————————, ~ 

Legendary Resistance (3/ day) If Aldavas fails a saving 

throw, it can choose to succeed instead. 


Magic Resistance Aldavas has advantage on saving 
throws against spells and other magical effects. 


Silverfang Mastery Aldavas can use a bonus action to 
command his glaive, Silverfang. 


Archfey Casting Aldavas has limited spellcasting at his 
disposal. Charisma is his casting stat (DC 19). He can 
cast the following spells requiring no material 
components. 


At will misty step, faerie fire, true strike, ensnaring 
strike, eldritch blast 


2/day each hold person, hex, lightning bolt, slow 


Actions 


Multiattack Aldavas can attack three times with 
Triumph. He can then use a bonus action immediatly 
after to move Silverfang. 


Triumph melee weapon attack, +17 to hit, range 5 feet, 
one target. Hit: 3d10+10 piercing damage. Target 
must make a DC 20 Dexterity saving throw, or be 
knocked prone. 


Silverfang (soulbound glaive) melee weapon attack, +17 
to hit, one target. Hit: 3d10+10 piercing damage. 


Legendary Actions 


Aldavas can take 3 legendary actions, choosing from 
the options below. Only one legendary action can be 
used at a time and only at the end of another creature’s 
turn. Aldavas regains spent legendary actions at the 
start of its turn. 


Sword Aldavas makes one attack with Triumph. 


Archfey’s Vitality (2 LA's) Aldavas conjures restorative 
magic to heal and aid his supporters. Until the end of 
the round, allies to him as well as himself regain 3d8 
hp+ Con mod at the start of their turns. Aldavas heals 
3d10 + Con modifier at the start of his turn. 


Reversal (3 LA's) Until Aldavas' next turn, all incoming 
attacks have the chance to backfire and cause damage 
to the person who initially attacked Aldavas. Roll a 
d100: anything below a 50 backfires upon the player 
and above 50 does not. The damage is at the full 
amount that it would be used at by the player 
character, and affects them no matter what spell or AC 
is at that time. 


Reactions 


Archfey’s Finesse Aldavas can use a reaction to draw his 
sword and increase his AC by 3, bringing up his sword 
to parry either a ranged or melee attack. 


NUADA, THE SILVER- 


HANDED 
Medium fey (Aiosidhe), chaotic good 


Armor Class 15 
Hit Points 295 
Speed 30 ft, fly 30 


STR DEX CON INT WIS CHA 
13 (+2) 25 (+6) 11 (+1) 30(+10) 18 (+4) 22 (+6) 


Saving Throws Dexterity +13, 

Skills Arcana +17, Insight +17, History +17, Perception 
+11, Stealth +13 

Damage Immunities force, fire 

Damage Resistances piercing, slashing and bludgeoning 
damage from non-magical weapons 

Condition Immunities charmed, frightened, petrified 

Senses passive Perception 14 

Languages Sylvan, Common, Elven, Draconic, 
Primordial, Dwarven 

Challenge 23 

ne 

Legendary Resistance (3/ day) If Nuada fails a saving 

throw, he can choose to succeed instead. 


Magical Majesty Nuada has advantage on all spell saves 
and spell-like effects. He can also cast the following 
spells as an 18th level spellcaster innately. Intelligence 
is his spellcasting slot (DC 20): 


Cantrips (at will): e/dritch blast, fire bolt, true strike, 
thornwhip, detect magic, misty step 


1st Level (4 slots): ensnaring strike, hex, sleep, 
thunderwave 


2nd Level (3 slots): bestow curse, calm 
emotions,crown of madness,phantasmal force 


3rd Level (3 slots): call lightning,counterspell, fear, 
fireball 


Ath Level (3 slots): aura of purity, dominate 
beast,grasping vine 


5th Level (3 slots): awaken, dominate person 
6th Level (2 slots): blade barrier, conjure fey 
7th Level 
8th Level 


9th Level (1 slot): true polymorph, prismatic wall 


1 slot): prismatic spray, delayed blast fireball 
1 slot): dominate monster, power word stun 


( 
( 
( 
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Actions 


Multiattack Nuada can attack three times wirh his 
soulbound weapon, Dawndancer. He then may cast any 
of his at-will spells. 


Dawndancer melee weapon, range 5 feet, one target. 
+13 to hit. Hit: 3d8+6 piercing damage and have the 
target make a Constitution saving throw (DC 20): ona 
failed save, the target is blinded 


Euphoria Breath ranged attack, cone effect, radius 30 
feet. Enemies caught in the cone must succeed ona 
DC Wisdom saving throw of 20, or for one minute the 
target cannot take reactions and must roll a d6 at the 
start of each turn to determine its behavior for that 
turn. 


1-4 The target takes no action or bonus action and 
uses all of its movement to move in a random 
direction. 


5-6 The target doesn’t move, and the only thing it can 
do on its turn is make a DC saving throw of 18, ending 
the effect on itself on a success. 


Legendary Actions 


Nuada can take 3 legendary actions, choosing from the 
options below. Only one legendary action can be used 
at a time and only at the end of another creature’s turn. 
Nuada regains spent legendary actions at the start of 
his turn. 


Cast a Spell Nuada can cast any of his at-will spells. 


Fey Trickery (1 LA) Nuada emits hazy mist around him. 
Incoming attack have disadvantage to hit him. 


Spell Regeneration (2 LA) Roll a d10. If a 10 is rolled, re- 
roll. Nuada regains a spell slot of the correlating level 
equal to the number rolled (level 1 slot ona 1 on the 
die, 2 ona 2, etc.) 


Reversal (3 LA's) Until Nuada's next turn, all incoming 
attacks have the chance to backfire and cause damage 
to the person who initially attacked Nuada. Roll ad100: 
anything below a 50 backfires upon the player and 
above 50 does not. The damage is at the full amount 
that it would be used at by the player character, and 
affects them no matter what spell or AC is at that time. 


Reactions 


Dawnbreaker Nuada can add +3 to his AC when being 


targeted by a melee or ranged attack. If the attacker is 
within 10 feet, he may make a strike with Dawndancer. 


BLINKWOLF 


In the Material Plane, lycanthropy is a scourge which few 
actively seek out to bestow: a curse when a creature such as a 
werewolf or weretiger bites a person and causes a monstrous 
transformation during each moon cycle. The realm of the fey 
have their own occurances of these shapechangers, though 
with a debatably more magical origin. 

Blinkwolves are the product of benign-enough Blink Dogs 
being affected by the same influence which causes standard 
lycanthropic changes. Larger then their original beastial 
forms, these creatures can rip open portals to attack enemies 
as their prey finds a set of jaws in their neckline the next 
moment. 

In Tune with the Moon While all were-creatures have an 
intimate relationship with the moon phases, Blinkwolves are 
particularily close to it. As the full moon in the cycle 
approaches, they become much more formidible enemies to 
encounter. 

Lunar Teleport, their signature ability, is increased: a pair 
of toothy jaws attacks those who it drags along in it's blink, 
often resulting in their immenant demise. A pack of 
Blinkwolves during the full moon has been known to take 
down entire caravans who are foolish enough to not listen for 
howls in the distance. 


BLINKWOLF 
Medium fey (shapechanger), chaotic good 


Armor Class 16 (natural armor) 
Hit Points 105 
Speed 45 ft. 


STR DEX CON INT’ WIS CHA 
13 (42) 20 (+5) 11 (41) 12 (+1) 15 (43) 12 1) 
| __________—_ a e 
Saving Throws: Dexterity +8, Wisdom +6 
Skills Perception +6, Stealth +8 
Damage Resistances: bludgeoning, piercing, and 
slashing damage from non magical weapons that 
aren’t silvered 
Condition Immunities charmed, deafened, blinded 
Senses darkvision 50 ft., passive Perception 13 
Languages Sylvan, Elven, Common but cannot speak 
Common 
Challenge 6 
—EE———————————————— 
Keen Hearing and Smell Keen Hearing and Smell: the 
Blinkwolf has advantage on Wisdom (Perception) 
checks that rely on hearing or smell. 


Shapechanger The Blinkwolf can use its action to 
polymorph into a Blink Dog-human hybrid or into a 
Blink Dog, or back into its true form, which is 
humanoid. Its statistics, other than its AC, are the 
same in each form. Any equipment it is wearing or 
carrying isn’t transformed. It reverts to its true form 
if it dies. 


Actions 


Multiattack The Blinkwolf can attack three times, 
splitting it’s attacks between Bite and Claw. It can 
then make a Lunar Teleport, if it has recharged. 


Bite Melee weapon attack, +5 to hit, one target. On 
a hit, the target takes 2d6+2 piercing damage. They 
also must make a DC 15 Constitution saving throw 
or be affected by Blinkwolf lycanthropy. 


Claw Melee weapon attack, +8 to hit, one target. On 
a hit, the target takes 2d6+5 slashing damage. 


Lunar Teleport (recharge 5-6) The Blinkwolf can 
teleport up to 40 feet away to an unoccupied point 
it can see. It can take one person with it through 
the Lunar Teleport. If it is an enemy, they must 
make a DC Wisdom saving throw of 15 or be prone 
when the two exit to the new space. The enemy is 
then dropped to the ground. If there is a full moon 
out, the Blinkwolf can make one Bite attack with 
advantage when the two come out of the Lunar 
Teleport. 


CorRO CHRYSOPRASI 


Elite guards of the Aiosidhe, the Coro Chrysoprasi have a 
reputation in the Archfey courts. Their servitude is never 
broken and they put the current monarch as the most 
important thing to protect. Putting their own lives at risk to 
guard the Aiosidhe in power, they are the pinnacle of loyalty 
in the Faerie realm. 

Deadly Beauty The emblem of the Coro Chrysoprasi may 
seem like an odd choice for such an elite warrior band: a 
dragonfly with it's wings outstretched While outwardly 
graceful, the symbol is also morbid: there are skull 
patternings finely etched into the wings, showing that there 
are two sides of the Chrysoprasi lifestyle. When a member is 
not protecting the Aiosidhe, they are trained in various art 
forms. Many Coro Chrysoprasi are skilled Bards who weave 
magic in with their battlefield prowess. 

Trained from Youth Oftentimes, those chosen to serve as 
a Chrysoprasi are forced to without their consent. For many 
families, having someone join the elite Aiosidhe guardsmen is 
the highest honor to have, even though it means cutting ties 
with said relative almost completly. 

Every warrior is trained in a variety of weapons and magic, 
but they often times develope a special affinity for particular 
instruments of their battle-crafts. With the Courts having an 
extensive arsenal of wartime tools, the Coro Chrysoprasi can 
develop their own personal style of combat, tailoring 
weapons to that. It is no surprise that some enhance their 
preferred weapon with magic, often making it bound and 
bestowing supernatural properties to them. With this training 
even comes immunity from dreaded cold iron weaponry. 


CorRO CHRYSOPRASI 


Medium fey, chaotic neutral 


Armor Class 18 
Hit Points 189 
Speed 40 ft, fly 20 


STR DEX CON INT WIS CHA 
13 (42) 16 (+3) 11 (41) 19 (+5) 18 (44) 17 (+4) 


Skills Arcana +8 ,Athletics +6, Survival +7 , Stealth +6 
Damage Immunities force, necrotic, cold 
Damage Resistances fire,piercing, slashing and 
bludgeoning damage from non-magical attacks 
Condition Immunities charmed, frightened, blinded 
Senses passive Perception 14 
Languages Sylvan (prefers to speak in), Elven, Common 
Challenge 12 
—————————————————— 
Aiosidhe Weaponry The Coro Chrysoprasi's weapon 
attacks are magical, and when striking another creature 
with the Fey Ancestry trait or with the fey subtype, 
weapons deal an addition 4d8 cold damage. 


Arcanic Shot When the Coro Chrysoprasi chooses to 
fire an arrow from their Chrysoprasi Longbow, they may 
apply one of these speciality effects to the arrow fired: 


¢ Phantom Shot the arrow is shot in a line through 
several targets and turns incorporeal. It flies for 30 
feet, attacking each target in that line. Make a 
seperate attack roll for each target. 

e Unseelie Shot causes a hit enemy to be unable to see 
30 feet away from it. Darkvision is limited also to 10 
feet, as are abilities that allow sight in magical 
darkness such as Devil's Sight. 

¢ Tanglegrowth Shot the arrow explodes where it falls, 
creating thorny brambles which rise fifteen feet tall 
and wide, and ten feet deep. A target hit by a 
Tanglegrowth Shot takes an additional 5d6 piercing 
damage. 


Actions 


Multiattack The Coro Chrysoprasi makes three attacks, 
switching between Aiosidhe Greatsword, Chrysoprasi 
Whip and Chrysoprasi Longbow 


Aiosidhe Greatsword. Melee Weapon Attack: +5 to hit, 
one target. Hit: 3d6 slashing damage (total 3d6+ 4d8 
cold if target is fey). On a hit, the target is grappled (DC 
Strength check 15). 


Chrysoprasi Whip. Melee Weapon Attack: Reach 15 
feet, +6 to hit, one target. Hit: 2d6 slashing damage 
(total 2d6+4d8 cold if target is fey. On a hit, the target 
is grappled (DC Strength check 15) and can be thrown 
up to twenty feet in any direction by the Coro 
Chrysoprasi. 


Chrysoprasi Longbow Ranged Weaopon Attack: Range 
150/600, +6 to hit, one target. 3d10 piercing damage. 


DEADWOOD DRYAD 


Faeries, like any creature, must succumb to the touch of 
death eventually. While many are slain by irate woodsmen or 
adventurers who stumble across their woodland glades, some 
die simply because their homes have done so before they 
have. 

Deadwood Dryads are the result of inhabited trees dying 
before their spirit caretakers have. This causes the dryad 
inside to become petrified in the process, bound for life until 
they too perish with the tree that they once guarded. 

Lonesome Ladies Dryads are all female, or so stories say, 
and a forest of Deadwood Dryad homes are often the haunted 
woodlands which villages fear. At night, people say the 
deceased can be heard echoing through it's branches. 
Oftentimes Banshees can be spotted drifting through these, 
as well as Will-O-Wisps: creatures of the faerie realm all 
associated with grim tidings. 

Blighted Deadwood Dryads have suffered a fate which has 
made them rotten to the core. They love nothing more now 
then to drain passerby of their life essence, sapping this off of 
them like a humanoid parasite. Deceased husks can often be 
found littering the forest floor after a glade of Deadwoods 
have feasted: a grim reminder for those who walk alone at 
night. 


DEADWOOD DrRYAD 
Medium undead (fey), unalighned 


Armor Class 16 
Hit Points 84 
Speed 35 ft. 


STR DEX CON INT WIS CHA 
12 (+1) 18 (+4) 13 42) 13 (+2) 16 (+3) 19 (+4) 
== = _—___——____________ ae 
Skills Perception +6, Stealth +7, Intimidation +7 
Damage Immunities Necrotic 
Condition Immunities Frightened, petrified 
Damage Resistances Piercing, slashing, bludgeoning 
damage 
Senses passive Perception 13 
Languages Sylvan, Elven, Druidic 
Challenge 5 (1800 XP) 
SSS SSS 
Magic Resistance The Deadwood Dryad has 
advantage on saving throws against spells and spell- 
like effects 


Voice of the Forest The Deadwood Dryad can speak 
to plants and animals as if they shard a language 


Tree Stride Once on her turn, the Deadwood Dryad 
can use 10 feet of her movement to step magically 
into one living tree within her reach and emerge 
from a second living tree within 60 feet of the first 
tree, appearing in an unoccupied space within 5 
feet of the second tree. Both trees must be Large or 
bigger. 


Actions 


Multiattack The Deadwood Dryad can attack three 
times with her Grave Tendril. 


Grave Tendril ranged attack,+7 to hit, 30 ft., one 
target. Hit: 2d6 piercing damage plus 2d6 necrotic. 
The Deadwood Dryad then regains half of the 
second dé dice stat rolled. 


DRAKON, SYLVAN 


Metallic and chromatic dragons represent the two polar 
opposies of the allignment scale, from lawful to chaotic. 
However, much like humans and other such creatures, most 
dragons have the capacity in some sense to represent the 
moral grey area between though loathe to admit such a thing. 

Drakons share this, and are dragons who, in appearance, 
are no different then their true kin. However, their main 
difference is that they lack an offensive breath weapon. While 
a Red Dragon will spew forth gouts of fire, Drakons, 
especially Sylvan Drakons, prefer to confound and mislead 
prey and larger predators before going in for the kill 

Diminutive Ancestors Sylvan Drakons are said to be 
related in some way to Faerie Dragons, who never would 
imagine raching the ages and power limits of Ancient 
Dragons. Over many generations of their kind, tapping into 
innate magic and seeking out aid of potent spellcasters, they 
managed to reach this level of strength through hard work, 
dedication as well as study. 

There are a wide variety of theories as to how Sylvan 
Drakons became the great creatures they are today. Other 
thoughts on this include being elevated by a powerful Archfey, 
serving as loyal spies to notable Warlocks and mages, or just 
through a freak Wild Magic surge or rampant Druidic magic. 

At this point in time though, they simply do not care where 
their origins came from. They have the belief that as long as 
they are here in the current time, that that is the most 
important thing: that they are alive, and can see the wonders 
that this world can provide their inquisitive minds. 

Competant Casters These dragons with fey ties to their 
blood are more prone to spells and feats of magic then those 
of physical strength. Due to their smaller size and severely 
lacking raw power, Sylvan Drakons are masters of the arcane 
to make this up. Upon reaching adulthood, it is likely that they 
have already acumulated a weath of knowledge pertaining to 
magical studies and learned those abilities for themselves. 


SYLVAN DRAKON 
(WYRMLING) 


Medium drakon, chaotic good 


Armor Class 17 
Hit Points 45 
Speed 30 ft.m fly 40 ft. 


STR DEX CON’ INT WIS CHA 
10 (-) 17 (+3) 11(41) 13 (42) 13 (42) 20 (+5) 
Skills Stealth +5, Perception +5, Persuasion +7 
Condition Immunities charmed, frightened 
Senses passive Perception 12 
Languages Draconic, Sylvan 
Challenge 2 


———————— 
Limited Telepathy The Sylvan Drakon Wyrmling can 
magically communicate with other Sylvan Drakons and 
Faerie Dragons within 60 ft. of it. It chooses whether to 
communicate in Sylvan or Draconic. 


Innate Spellcasting The Sylvan Drakon Wyrmling can 
cast the following spells without needing the material 
components to do so. 


1/day each dancing lights, mage hand, minor illusion 


Actions 


Multi-attack the Sylvan Drakon Wyrmling makes two 


attacks, one Bite and one with its Euphoria Breath. 


Bite Melee Weapon Attack: +5 to hit, reach 5ft, one 
target. Hit* 1d10+3 piercing damage. 


Euphoria Breath The Sylvan Drakon Wyrmling exhales a 
puff of euphoria gas at one creature within 5 feet of it. 
The target must succeed on aDC 11 Wisdom saving 
throw, or for 1 minute, the target can't take reactions 
and must roll a d6 at the start of each of its turns to 
determine its behavior during the turn: 


1-4. The target takes no action or bonus action and 
uses all of its movement to move in a random 
direction. 


5-6. The target doesn't move, and the only thing it can 
do on its turn is make aDC 11 Wisdom saving throw, 
ending the effect on itself on a success. 


If they have not this passion for this, they oftentimes employ 
sorcerers, druids and even rangers to defend their lairs. It is 
uncommon for a warlock and cleric to serve them, however it 
is not impossible. An enraged Drakon though is still a 
dangerous foe, even if they do not have the same strength as 
their brethren. 


A SYLVAN DRAKON'S LAIR 


Sylvan Drakons have their own hoards, which they take great 


pride and enjoyment in. Not just adding to their collections, 
but sorting and organizing it as well Though 'organized' may 
not be the corrct term to use, as how they sort their prized 
possessions seems to be no real method behind the madness. 
Drakons begin their own hoards from a young age, and 
continues to grow in size as they gain years and experience. 

A typical Sylvan Drakon hoard has any number of things 
which catch the creature's eye: much like magpies, they have 
a love of shiny objects, even if they may seem worthless to 
humans. However, they have a special appreciation of items 
associated with the fey: a sword belonging to an Archfey, a 
necklace made of Sea Hag teeth and a crown once adorning 
the Queen of Air and Darkness’ head are all things which a 
Sylvan Drakon might protect with fury. 

It is not uncommon to find several mortals employed by the 
Drakon. Archfey-Pact Warlocks, Druids, Bards of every color 
and Arcane Tricksters frequently see a Sylvan Drakon as a 
host, ally and a patron of their arts. Talkative but often prone 
to lonely lives due to their abilities, social company is 
something to be hoarded in itself, though these living 
treasures are kept a very sharp eye upon. 


Lair ACTIONS 

On initiative count 20 (losing initiative ties), the Drakon takes 
a lair action to cause one of the following effects: the Drakon 
cannot use the same effect two rounds in a row. 


e The Sylvan Drakon targets an enemy within 30 feet of it 
that it can see. An invisible arcane link is established 
between them. Whenever the Drakon takes damage, the 
target must make a DC 17 Constitution saving throw. On a 
failed save, the Drakon takes half damage (rounded down) 
and the target takes the remaining damage. This link 
remains until initiative count 20 on the next round or until 
either the Drakon or target leaves the Drakon's lair. 

e The Sylvan Drakon shifts itself and up to seven other 
creatures it can see within its lair to the faerie realm. 
Once outside of its lair, the Drakon cannot use its lair 
actions but can return to its lair as a bonus action on its 
turn and take seven creatures with it. 

e Fog billows around the head of up to three targets, 
causing their mind to be filled with strange otherworldly 
visions. the chosen targets must make a Wisdom saving 
throw (DC 17) or be paralyzed for 1 minute. A creature 
can make the saving throw again on it's turn, ending the 
effect on a success. 


SYLVAN DRAKON (YOUNG) 


Medium drakon, chaotic good 


Armor Class 17 
Hit Points 120 
Speed 30 ft., fly 40 ft. 


STR DEX CON INT WIS CHA 
10 (-) 20(4+5) 12 (+1) 18 (+4) 18 (+4) 22 (+6) 
Skills Stealth +9, Perception +9, Persuasion +10, 
Arcana +8, 
Condition Immunities charmed, frightened 
Senses passive Perception 14 


Languages Draconic, Sylvan, Common 
Challenge 8 


Limited Telepathy The Sylvan Drakon Wyrmling can 
magically communicate with other Sylvan Drakons 
and Faerie Dragons within 60 ft. of it. It chooses 
whether to communicate in Sylvan or Draconic. 


Innate Spellcasting The Sylvan Drakon Wyrmling can 
cast the following spells without needing the 
material components to do so. 


2/day each dancing lights, mage hand, minor 
illusion, color spray 


1/day each mirror image, suggestion 


Actions 


Multi-attack the Young Sylvan Drakon makes two 
attacks, one Bite or Claw, and one of it's Breath 
Weapons. 


Bite melee weapon attack. +5 to hit, reach 5ft., one 
target. Hit 2d10+5 piercing damage. 


Claw melee weapon attack.* +11 to hit, reach 10 
ft., one target. Hit: 2d6+9 piercing damage. 


Euphoria Breath The Sylvan Drakon Wyrmling 
exhales a puff of euphoria gas at one creature 
within 5 feet of it. The target must succeed on a DC 
16 Wisdom saving throw, or for 1 minute, the 
target can't take reactions and must roll a d6 at the 
start of each of its turns to determine its behavior 
during the turn: 


e 1-4. The target takes no action or bonus action 
and uses all of its movement to move ina 
random direction. 

e 5-6. The target doesn't move, and the only thing 
it can do on its turn is make aDC 11 Wisdom 
saving throw, ending the effect on itself on a 
SUCCESS. 


Paralyzing Breath The Drakon exhales paralyzing 
gas in a 30-foot cone. Each creature in that area 
must succeed on a DC 16 Constitution saving 
throw or be paralyzed for 1 minute. A creature can 
repeat the saving throw at the end of each of its 
turns, ending the effect on itself on a success. 


SYLVAN DRAKON (ADULT) 


Large drakon, chaotic good 


Armor Class 18 Hit Points 159 Speed 40ft., fly 80 ft. 


STR DEX CON INT WIS CHA 
13 (42) 23(4+6) 15 (43) 19 (+4) 19 (+4) 27 (+8) 


Skill Intimidation +13, Arcana +9, Perception +9 
Saving Throws Cha +13, Wis +9, Dex +11, Con +9 
Condition Immunities charmed, frightened 

Senses blindsight 60 ft., passive Perception 18 
Languages Sylvan, Draconic, Common, Primordial 
Challenge 15 


Fey Mastery. The Drakon has advantage on saving 
throws caused by spells or spell-like effects and attacks 
are considered magical for overcoming resistances. 


Superior Invisibility. Tae Drakon can turn invisible as a 
bonus action, as if casting greater invisibility. 


Legendary Resistance (3/day). \f the Sylvan Drakon fails a 
saving throw, it can choose to suceed instead. 


Innate Spelicasting. The Sylvan Drakon can cast the 
following spells, needing no material components to 
do so. 


At Will: mage hand, color spray, mirror image, 
suggestion, dancing lights, vicious mockery 


3/day each: wall of force, conjure elemental, ice storm, 
dispel magic, shatter 


2/day each: chain lightning, animate objects, mass 
suggestion, Otto's irisistable dance, legend lore 


1/day each: feeblemind, mind blank 
Actions 


Multi-Attack The Drakon can use it's Cunning Presence, 


then makes three attacks: one with it's Bite, one with 
it's Claw or may cast an at-will spell or use a Breath 
Weapon. 


Bite. melee weapon attack. +11 to hit, reach 10 ft., one 
target. Hit: 2d10+9 piercing damage. 


Claw. melee weapon attack. +11 to hit, reach 10 ft., one 
target. Hit: 2d6+9 piercing damage. 


Tail. melee weapon attack. +11 to hit, reach 10 ft., one 
target. Hit: 2d8+9 piercing damage. 


Cunning Presence. Each creature of the Drakon's choice 
within 120 feet of it and aware of it must succeed a DC 
17 Wisdom saving throw or become charmed for 1 
minute. A creature can repeat the saving throw at the 
end ofit's turns, ending the effect on a success. If a 
creature's saving throw is successful or the effect ends 
for it, the creature is immune to the Cunning Presence 
for the next 24 hours. 


Breath Weapons The Drakon uses one of the following 
Breath Weapons: 


Euphoric Blast The Drakon exhales a pink cloud in a 60- 
foot cone. Each creature in that area must make a DC 
20 Wisdom saving throw, or take the follwoing effects 
which are determined by a dé die roll. The targets also 
take 12d8 psychic damage on a failed save, and half on 
a successful. 


e 1-4. The target takes no action/bonus action and 
uses all of its movement to move in a random 
direction. 

e 5-6. The target doesn't move, and the only thing it 
can do on its turn is make a DC 20 Wisdom saving 
throw, ending the effect on itself on a success. 


Berserk Breath The Drakon emits a cloud of gas ina 
60-foot cone. It can choose up to six target to effect, 
who must make a DC 20 Wisdom saving throw. On a 
failure, the targets treat allies as enemies, and will move 
to attack the closest one. Affected targets act this way 
for 1 minute. A creature can repeat the saving throw at 
the end of each of it's turns, ending the effect on itself. 
On a successful save, they are not affected and cannot 
be affected by Rage Breath for 24 hours. 


Change Shape The Drakon magically polymorps into a 
humanoid or beast that has a CR rating no higher then 
it's own or back into it's true form. It reverts to it's true 
form upon death. Any equipment it is wearing/carrying 
is absorbed or borne by the new form (the dragon's 
choice). In the new form, the Drakon retains it's 
allignment, hit points, Hit Dice, ability to speak, 
proficiencies, Legendary Resistance, lair actions, and 
Intelligence, Wisdom and Charisma scores and this 
action. Statistics and capabilities are otherwise 
replaced by those of the new form, except class 
features or legendary actions of that form. 


Legendary Actions 


The Drakon can take 3 legendary actions, choosing 
from the options below. One legendary action can be 
used at a time and only at the end of another creature's 
turn. The Drakon regains spent legendary actions at its 
turn's start. 


Detect The Drakon makes a Wisdom (Perception) 
check. 


Tail Attack The Drakon makes one Tail attack. 


Deadly Fog (3 LAs) The Drakon raises a claw, causing 
the floor of it's lair to shift and shimmer as a fog covers 
it. All enemies must make a DC 19 Wisdom saving 
throw. On a failed save, they take 10d6 psychic 
damage and have disadvantage on spell and ranged 
attacks. 


GLAISTIG 


These pale humanoid creatures seem like the pinnacle of 
other-wordly grace: clad in green cloaks and dresses, with 
long blond tresses that trail down to the ground below. Yet, 
they are not such benign women, as they have a long and 
often violent habit. If beings covered in blood is not startling 
enough, seeing an otherwise normal woman with the lower 
body of a goat is a frightening sight, cloven hooves stained 
red. 

Blood-Thirsty Beauties Oftentimes, Glaistig are confused 
with powerful undead lords. Vampires and Glaistig share a 
love of blood and draining prey of their sanguine fluids. It is 
not known though if Glaistig need this to survive or if this is 
merely an innate passion that they have ingrained in their 
psyche. Whatever the cause, the sight of the scarlet drenched 
women is not for the faint of heart. 

Motherly Man-Eaters While their love of blood is well- 
documented, they also have a curious interest in only male 
humanoids. They lure them close to their place of dwelling 
with their songs and suggestive dancinng, only to kill them by 
blood loss. 

Yet, they are warm-hearted towards children and on 
occassion, will help them find their way home if they are lost 
in their domain. It is also possible to placate a rampant 
Glaistig with an offering of milk or some other dairy product, 
so long as it is not curdled. 


GLAISTIG 
Medium fey, lawful evil 


Armor Class 15 (natural armor) 
Hit Points 80 
Speed 30 ft. 


STR DEX CON INT WIS~ CHA 
12 (41) 14 (+2) 22 46) 14 (+2) 13 (42) 18 (+4) 
= __—____—________—______ ee 
Saving Throws: Constitution +9, Charisma +7 
Skills Persuasion (male targets) +7, Deception +7 
Damage Immunities Necrotic, poison 
Condition Immunities frightened 
Senses Darkvision 90 ft., passive Perception 12 
Languages Sylvan, Abyssal, Common 
Challenge 5 
|e 
Shapechanger The Glaistig can transform into two 
forms: one of a beautiful humanoid and the other a 
large goat. She can stay in either form for up to 
eight hours at a time. If the Glaistig drops to zero 
hit points or falls unconscious, she reverts to her 
true form which is that of a woman with lower body 
of a goat. 


Vampiric \f the Glaistig consumes the blood of a 
creature who has died within the last half an hour, 
she regains 2d10+6 hit points. 


Actions 


Multiattack The Glaistig attacks two times with her 
Siphoning Song. 


Siphoning Song Ranged weapon attack: , +6 to hit, 
two targets. On a hit, the target takes (2d8) 
necrotic damage. The target then must make a DC 
16 Constitution saving throw, or take an additional 
4d6 necrotic damage. The Glaistig regains that 
many hit points If the target of her Siphoning Song 
is male, have them make a Wisdom saving throw 
15. On a failure, the target is charmed and treats 
the Glaistig as a friend and possible lover. The 
affected target can make the save at the end of his 
turn, or with advantage when he takes damage. 


HucGH AND MUGH 


From the peaks of the plain of Ysgard, comes a cawing on 
raucos ebony wings. Feathers scatter on the wind, as the All- 
Father himself sets forth Thought and Memory to be his eyes 
and ears in the many far-off realms. Though mundane in 
appearance, many adventurers have made the fatal mistake 
of attacking a duo of harmless corvids, unaware of the forces 
they were trifling with. 

Unasuming and Wise Hugh and Mugh, whose names 
translate into Thought and Memory, soar the Material Plane 
and bring back the world's information to their master, Odin. 
With no physical indication that they are any different from 
other ravens and crows, their intelligence is far beyond what 
their corvid cousins are capable of. Not only this, but they can 
fly greater distances then even the swiftest of falcons. 

If a person seeks out their expert words, they are often 
tricked into dangerous situations and events. However, if the 
individual succeeds at these tests, Hugh and Mugh will gladly 
lend their wings to assist in scholarly pursuits. While they are 
not obliged to tell entire truths, they do appreciate a healthy 
curiosity and an honor for matters of an intelligence mind. 

Birds of a Feather Deadly foes when singled out, Hugh 
and Mugh become even more powerful when they are seen 
together. This is a rare occurance, and many believe that 
seeing them side-by-side heralds a great catastrophe in some 
way, shape or form. 


HucH AND MUGH 


Small beasts, chaotic neutral 


Armor Class 18 (natural armor) 
Hit Points 210 
Speed 10 ft., fly 100 ft. 


STR DEX CON INT WIS CHA 
12 (41) 24(+7) 15 (42) 14 (42) 20 (45) 13 (41) 


Condition Immunities paralyzed, charmed, petrified 
Senses passive Perception 8 

Languages All (speaks through telepathy) 
Challenge 13 (16 when encountered together) 


Double Trouble Hugh and Mugh, if seen together, 
increase in their CR rating, their move speed increases 
to 130 feet, and gain the ability Call of Odin. 


Innate Spellcasting Hugh and Mugh can cast the 
following spells, requiring no material components: 


3/day each. moonbeam, augury, dispel magic, hold 
person 


2/day each. lightning bolt, greater invisibility, 
polymorph 


1/day each. foresight, regenerate, chain lightning 


Swift Hugh and Mugh do not activate chances of 
opportunity attacks when they leave a hostile creature’s 
range. 


Inscrutable Hugh and Mugh can only be detected by 
the magic of their master, Odin. They also cannot have 
their thoughts or actions read by a spell or spell-like 
effect. 


Sa SS 
Actions 


Multi-attack Hugh and Mugh make three attacks each 
with their Ascended Talons. 


Ascended Talons: Melee attack, +12 to hit, one target. 
On a hit, the target takes 4d10+7 > piercing damage. 
Also, the target must make a DC Wisdom saving throw 
of 17 or take an additional 2d12 psychic damage. 


Call of Odin (recharge 5-6): Hugh and Mugh caw out to 
their master, beseeching Odin for insight and power. 
Hugh and Mugh regain one usage of a spell that they 
can cast twice per day or lower. In addition, have all 
target within 50 feet of Hugh and Mugh each make a 
Dexterity saving throw (DC 18). On a failed saving 
throw, each target takes 13d8 piercing damage as 
raven feathers pierce through their bodies, or half 
damage on a success. 


Conjure Allies (2/day): Hugh and Mugh can summon 
forth allies of Odin. They may choose from two Cloud 
Giants or two Abominable Yeti. 


THE NYGHT 


The Nyght is a beastly abomination which even the most vile 
of fey creatures shudder at the thought of. Wading throw 
shadowy glens and offering "assistance" at a costly price, he 
is known far and wide as the despoiler of hope and an expert 
of twisting words to suit his own unknown purposes. Many 
seek out his talents. 

Sinister Seduction It is not just appearances which can 
lure in someone to a predator, and the Nyght known this all 
too well. Having the torso of a man with black tattooes and 
inky hair topped with horns, he prefers using his words to 
convince others into working with him. If they do not agree to 
his terms, they are dispatched 

Not to be Trusted The Nyght, while largely operating on 
his own, is not against working with others who have a keen 
interest in collaberating with this demoneque fey creature. 
His offers are great, and he always makes sure to deliver his 
end of the deals that are made between different parties. 

Like most fey though, he is well-versed in creating 
loopholes that he can exploit to his own benefit. Outfoxing 
the being known as 'The Ebony Trickster' is a difficult task 
and can have its own quests associated with it. That does not 
stop many from trying to team up with him, including the 
most cunning of Aiosidhe. 

"How Do You Kill A Thought?" Many creatures are 
difficult to slay, while some have minor healing abilities. The 
Nyght is one such being, but for him, coming back from the 
grave is all too common of an occurance. He is known as a 
Tulpa: a thought which has gained a physical manifestation of 
said thoughts’ basic ideals and properties. Anger, lust, joy and 
sadness: all may have tulpas associated with them. The Nyght 
claims that he is 'fear incarnate’ mixed with the carnal 
desires of mortal races, but it is hard to tell what is fact and 
what is a lie. 

While he can be killed for the briefest time, he will 
eventually respawn back into his lair: a vile place of 
blackened wood and necrotic energies. A large inky pool of 
water sits in his domain, which he takes great care of and is 
known for sometimes drowning people in it. 


Lair ACTIONS 

On initiative count 20 (losing initiative ties), the Nyght takes a 
lair action to cause one of the following effects: the Nyght 
cannot use the same effect two rounds in a row. 


e The Nyght cloaks his lair in magical darkness. Creatures 
without the Devil's Sight feature cannot see in it. 

e Magical fog billows around one creature the Nyght can 
see within 120 feet of it. The creature must make a DC 19 
Wisdom saving throw or be charmed by the Nyght until 
initiative count 20 on the next round. 

e The Nyght glimpses into the near future. It has advantage 
on attack rolls. ability checks and savng throws until 
initiative count 20 on the next round. 


\' 


Credit: daijoubus (DeviantArt), 'The Nyght' 


CREATING THE NYGHT 


Depending on the nature of the campaign, the 
Nyght's subversive nature may be more subdued or 
outright. Many different angles can be taken to 
depict this embodiment of fey trickery. 

Some inspiration may be taken from a wealth of 
worldly cultures. 


e Loki, Norse deity of mischief. 

e Set/Seth, Egyptian god of chaos as well as 
sandstorms. 

* Coyote, Native American trickster who has a 
fondness of the human race. 


Faeries, in general, are varied in their tricky 
natures and utilize this is many different ways. The 
Nyght enjoys placing curses on people and 
watching them suffer, though in your own game he 
might like outright acts of torture or game of 
political intrigue. If something interests him 
enough and he believes that there is something to 
gain, the Nyght will surely want to have a hand in it. 


THE NYGHT 


Large fey, chaotic neutral 


Armor Class 19 (natural armor) 
Hit Points 210 
Speed 45 ft. 


STR DEX CON INT WIS CHA 
24 (+7) 19 (+4) 16 (+3) 13 (42) 14 (+3) 20 (+5) 


Skills Intimidation +11, Persuasion +11, Perception +9 
Saving Thows Strength +13, Dexterity +10, Charisma 
+11 
Damage Immunities necrotic, poison, acid 
Damage Resistances fire, cold, piercing, slashing and 
bludgeoning from weapons that are not silvered 
Condition Immunities charmed, paralyzed, frightened 
Senses darkvision 60 ft., passive Perception 19 
Languages Sylvan, Common, Abyssal, Infernal, Elven 
Challenge 18 
ne 
Legendary Resistance (3 a day) \f the Nyght fails a saving 
throw, he can instead choose to succeed. 


Guardian Strength The Nyght has advantage on Strength 
or Dexterity saves to avoid being knocked prone or 
being subjected to a grapple. 


Brutal Magic The Nyght’s attacks are considered 
magical for the sake of overcoming resistances. He can 
also see in magical darkness and cast the spell charm 
person at will. 


Shadow's Hunger. The Nyght regains 15 hit points at 
the start of his turn as long as he has at least 1 hit 
point. 


Actions 


Multi-attack The Nyght can make three attacks with his 
Claws. 


Claw Melee Weapon Attack: +13 to hit, one target. Hit: 
2d10+6 slashing damage. 


Lifethirst The Nyght targets any person within 60 feet 
who must make a Wisdom saving throw (DC 19). Ona 
failure, they lose 5d8 hit points, and the Nyght heals 
2d8 hit points. Their hit point maximum is reduced by 
2d8 and can only be restored by the spell remove 
curse. On a successful save, they take half damage and 
do not suffer from the hit point reduction. 


Legendary Actions 


The Nyght can take 3 legendary actions, choosing from 
the options below. One legendary action can be used 
at a time and only at the end of another creature's turn. 
The Nyght regains spent legendary actions at its turn's 
start. 


Claw. The Nyght makes one Claw attack. 


Disrupt Terrain (1 LA). The Nyght creates grasping vines 
in the area, causing all terrain to become difficult. The 
Nyght chooses a point which he can see, which 
becomes difficult to move through, however it is 
invisible to the naked eye. DC Wisdom save 19 when 
entering. On a success, the creature can see the terrain 
but still has movement halved. 


Trickster’s Folly (2 LA). The Nyght vanishes, reappearing 
in an unoccupied space of his choice up to 60 feet 
away. He can do this when stuck in a grapple or being 
flanked. Creatures around him must make a 
Constitution save 18 or take 5d8 force damage as he 
disappears. Creatures who do not make the save are 
pushed 25 feet away and knocked prone. 


PHOENIX 


Desert nomads have witnessed such a wondrous beast from 
afar, only to perish by fire if they dare to wander too close. 
The Phoenix, also called the Firebird and the Benu Bird by 
long-gone civilizations, is an elemental force whose plumage 
is among some of the rarest available. Wizards and 
magicians desire it’s feathers for potions, and blacksmiths 
know it is a requirement to create a magical ever-burning 
forge. 

A Phoenix may not be as intelligent as a fully grown 
dragon, it is none the less dangerous. They are still smart 
enough to sense a threat to them, and will see to that threat is 
eliminated completely, their body the same texture and 
consistency of sand. 


Life, Death, Life Again Sages, observing the legendary 
avian, lead to develope restorative magic after witnesses the 
Phoenix' unique ability. At the end of its life cycle, sensing it 
for themselves, they build a nest of aromatic cedar and 
cinnamon. Like a living pyre, it consumes itself in fires only to 
be reborn from ashes. Wizards and alchemists will pay a 
steep price to obtain the remnants of the phoenix’ former 
form, and even larger sums of gold for feathers. 

Even blacksmiths pine for phoenix feathers, for it is said 
that a legendary forge can be constructed with them. The 
feathers are rumored to be consumed in the building process, 
but the flames in it are never extinguished and can melt even 
diamonds in a matter of minutes. 


PHOENIX 


Large elemental, unaligned 


Armor Class 16 
Hit Points 210 
Speed 25 ft., fly 100 


STR DEX CON INT WIS CHA 
14 (+3) 22 (+6) 22 (+6) 15 (+3) 14 (43) 12 (41) 


Skills Insight +8, Perception +8, Intimidation +8 
Condition Immunities Petrified, paralyzed 

Damage Heal Factor (Flame-Blooded) Fire 

Senses darkvision 120 feet, passive Perception 18 
Languages Common, Auran, Ignan 

Challenge 15 


Heated Body A creature who touches the Phoenix’ skin 
takes 2d6 fire damage. 


Flame-Blooded When the Phoenix takes damage from a 
flame-based attack, it heals that many hit points that it 
would have taken in damage. This applies to magical 
fire. 'Cold fire' attacks do not apply to this. 


Magic Weapons The Phoenix’s weapons are considered 
magical for the sake of overcoming armor and spells. 


Regeneration The Phoenix regains 20 hit points at the 
end of it's turn as long as it has at least 1 hit point. 


Actions 


Multiattack. The Phoenix can attack three times: one 


with its beak, switching between its Beak and Talons. 


Beak. +11 to hit, reach 10 feet, one target. Hit: 210+5 
piercing damage plus 2d6 fire damage 


Talons. +11 to hit, reach 15 feet, one target. Hit: 
2d8+6 piercing damage plus 2d6 fire damage (due to 
Heated Skin). 


Burning Rain (recharge 5-6). The Phoenix shoots out 
flaming feathers in a 40 foot cone which burst upon 
impact. All creatures within range must make a DC 18 
Contitution saving throw, or take 10d6 fire damage, or 
half as much on a successful save. Targets must also 
make a DC 16 Dex saving throw, or the light of the 
fires will illuminate them. The Phoenix has advantage 
on all checks made against them. 


Awe-Inspiring Beauty (recharge 5-6), The Phoenix lets 
out gouts of fire out to impress and potentially strike 
fear in onlookers. Observers who can see the Phoenix 
must make a DC 17 Wisdom saving throw, or have 
disadvantage on Wisdom and Intelligence saving 
throws. The creature may make the save again when it 
takes damage. 


Legendary Actions 


The Phoenix can take 3 legendary actions, choosing 
from the options below. Only one legendary action can 
be used at a time and only at the end of another 
creature’s turn. The Phoenix regains spent legendary 
actions at the start of it’s turn. 


Detect. The Phoenix makes a Wisdom (Perception) 
check. 


Natural Weapon (1 Legendary Action). The Phoenix can 
make either a Beak or Talon attack. 


Elemental Majesty (3 Legendary Actions). The Phoenix 
calls upon it’s innate magic, causing gouts of flame to 
erupt from underneath its foes. It can target up to 6 
creatures as well as itself (only one of the flames can 
be to the Phoenix). Targets must make a DC 18 
Constitution saving throw or be engulfed by the 
magical flames, taking 6d10 fire damage. The Phoenix 
heals this much and does not need to make this saving 
throw. 


In addition, these flames stay on the field. Beginning a 
turn in the flames causes that person to take 2d8 fire 
damage. 


MAGICAL ITEMS OF THE FEY 


rcane talents manifest themselves naturally in 
creatures of Faerie, so it is no surprise that they 
are experts at crafting objects of a wondrous 
nature to suit their needs and personalities. 
Even the smallest of pixies tend to have some 
minor trinket with spells inside of it, to at least 
lead pesky adventurers away from their home. 
Fey often hoard magical objects to augment their own 
abilities or to make up for those they do not have. Some may 
be nothing more then to admire what is beautiful, though 
what the individual considers 'beautiful' is subject to 
interpretation. A faerie's idea of the finer things can be quite 
dark in nature. 


ANWYNN (RARE) 

A cauldron of never-ending food, Anwynn is said to have been 
crafted by a long-forgotten goddess of inspiration and the 
hearth. It has scenes of joy around its cast-iron surface, and 
the figures on it all wear a permanent smile. 

Eating the food produced by Anwynn gives a person a 1d8 
Inspiration die which they can use within 5 hours of eating 
the content. This does not stack if the food is eaten multiple 
times or instances of Bardic Inspiration 


AUNTIE SOPHIE'S G1FT (VERY RARE, 
SOULBOUND) 

Given to creatures who treat the mysterious woman, simply 
known as Auntie Sophie, well, this gift take the form of an 
magic-imbued tattoo on one's dominant hand. It resembles an 
arrow with thorns on it, and glows faintly with a silver light. 

As an action, you can speak the command word, which you 
chose upon being given the tattoo. This conjures forth three 
cold iron arrows, the heads of the ammunition looking like 
black ice. 

Cold iron arrows created in this manner do extra damage 
to creatures with the fey descriptor, in addition to the normal 
damage for ammunition of that weapon's type. It scales as the 
user increases in their level. At levels 1-5, it deals 1d8 cold 
damage. At 6-10, it does 2d8. From there, at 11-15, it does 
3d8 and finally at 16-20, the maximum is reached at 4d8. You 
roll damage for the arrow's special properties seperate from 
the normal arrow damage. 


BRIARBUCK (REQUIRES ATTUNEMENT, RARE) 
A longbow made of green wood harvested from a dryad 
grove, Briarbuck has ivy patterns engraved into it's sleek, 
well-handled form. Legend says that if the broken pieces of 
the bow are planted, a sacred glade will emerge from the 
parts buried in the earth. 

When an arrow is fired from Briarbuck, the wielder 
chooses from one of three effects listed below when saying 
the trigger word of 'thornheart'. The target must make a 
Dexterity saving throw of 10 plus the wielder's Dexterity 
modifier. On a hit, choose from one of the following to occur: 


e Ona failure, the target takes an additional 2d6 piercing 
damage and is unable to move as vines ensnare it. Ona 
successful save, they take the 2d6 damage only. This lasts 
until the wielder's next turn. 


e Ona failure, their move speed is reduced by 10 and lasts 
until your next turn. 
e You regain 3d8 health back on a hit (recharge 6). 


CALADBOLG (SWORD, REQUIRES ATTUNEMENT, 
VERY RARE) 

This two-handed sword, said to have been once held by the 
legendary hero Roch-Ragnel, has a rainbow sheen to it's steel 
blade. A moonstone sits in it's pomel, reflecting light in 
brilliant rays. 

You gain a +2 bonus to attack and damage rolls made with 
this magical weapon. You may also cast the following spells 
once per day each: erupting earth, hypnotic pattern, 
polymorph. 


HEMLOCK's BOOK OF MANY FRIENDS 
(REQUIRES ATTUNEMENT, LEGENDARY) 

A simple leather-bound book, it smells of the woods and 
ancient parchment. Scrawled in the title page of the book, it 
simply reads in a fine cursive handwriting 'Hemlock Evetide, 
dryad'. 

The book, once possessed by a powerful Summoner, now 
retains Hemlock's soul Reaching the end of his life, he was 
transposed into the pages which he guarded to his final days. 
The creatures he had made pacts with, stil remembering his 
kind treatment, have vowed to serve him even in death. Some 
of the creatures have names scrawled down next to them, 
including a Wyvern named Minerva. 

When attuned, you are able to summon creatures listed in 
the book for a total of five times a day. Summoning a creature 
is one action, and you may dispel a creature as a bonus action 
once it is bought forth. 

You are able to summon up to five beings total If they are 
slain, you regain the use of that summoning slot on a long 
rest, but if dispelled before that point, you regain that slot on 
a short rest. 

The list of creatures in Hemlock's Book of Many Friends 
include: bheur hag, salamander, ki-rin, korred, couatl 
chimera, gynoshinx, hydra, mammoth, wyvern (Shadow- 
Touched template) sylvan drakon (adult) phoenix. 


MASKS OF THE AIOSIDHE (REQUIRES 
ATTUNEMENT, LEGENDARY) 

Equisite items of power, these masks are more then just a 
decorative piece meant for fancy gatherings. The Aiosidhe 
masks are bright and elaborate, reflecting the ideas and 
colors of each Archfey court. 

All of the masks have spells associated with them, as well 
as ones which are shared between the two. They are only a 
small portion of Aiosidhe's abilities, and in their original 
owner's hands, the strength of that individual's powers are 
said to triple in strength. The spells associated with each 
individual mask can be cast once per day, and are regained at 
the start of the next day. 

Spell saving throws for spells cast from the masks are 
equal to your own if you are a spellcasting class. Otherwise, it 
is equal to 10 + your Charisma modifier. 


Season Spells 


All (2/day counterspell, halleucinatory terrain, hex, misty 
each) step 


Spring create food and water, calm emotions, mass 
healing word,wall of wind 


Summer circle of power, conjure elemental, compelled 
duel, wall of fire 


Autumn _ blight, legend lore, polymorph, wall of thorns 


Winter arcanists magic aura, cone of cold, create 
undead, ice storm 


You also have a fly speed of 20 feet, proficient in Charisma 
saving throws and can speak to plants and animals as if they 
shared a language. They consider you a friend and treat you 
in a friendly manner. 

Each mask in addition has various effects which occur 
when a person becomes attuned to them: 


Spring 
You gain resistance to force damage. 


Tree Stride: Once on your turn, you can use 10 feet 
of her movement to step magically into one living 
tree within your reach and emerge from a second 
living tree within 60 feet of the first tree, appearing 
in an unoccupied space within 5 feet of the second 
tree. Both trees must be Large or bigger. 


Summer 
You gain resistance to fire damage. 


Heated Aura: Creatures who come within 10 feet of 
you for the first time must make a Constitution 
saving throw equal to your spell save. On a failure, 
they take 3d8 fire damage and half on a success. 
You can dictate if creatures are friendly to you, and 
therefore do not get burned. 


Autumn 
You gain resistance to necrotic damage. 


Blustering Leaves: You conjure forth a whirlwind of 
autumnal leaves that flair up around you 10 feet in 
all directions. Incoming attacks have disadvantage 
to hit you. 


Winter 
You gain resistance to cold damage. 


Permafrost: Terrain around you 10 feet in all 
directions becomes difficult terrain. Those who 
come within this area for the first time must make a 
a Constitution saving throw equal to your spell save 
or take 3d8 cold damage. You can choose for 
friendly creatures to not suffer from the cold 
damage, though they are still affected by the 
difficult terrain. 


POISONED APPLE (UNCOMMON) 

Used by hags and witches, these vibrant fruits have no visable 
difference to mundane apples. When bitten, the person 
consuming the apple must make a DC 14 Constitution saving 
throw or fall into a deep slumber. The person is unconscious 
for 1d12 hours, or until a spell such as remove curse is cast 
on them. Alternatively, if the creature is kissed by their true 
love, they will awaken immediatly. 


Ryuzo's Lucky CHARM (UNCOMMON, 
REQUIRES ATTUNEMENT) 
A golden necklace which resembles a smiling fox. Attuning it 
allows you to reroll one d20 roll You regain thisat the start of 
a new day. This however cannot be used on a death saving 
throw. 

As you level up, you gain additional uses of it. At levels 1 
through 5, you have one use. Between 6-10, you have two. 
After that, you have three per day. 


TOME OF Farry TALES (UNCOMMON) 

This book contains many stories which are deemed classic 
and meant to entertain children or those young at heart. Five 
whimsical stories are held within it's pages. Reading each 
story will activate a different effect, corresponding in the 
chart below. 


Story _ Effect 


Gardens of Summons 1d4 pixies and 1d4 sprites 
Silvermeadow 


Miss Daisy's Lupine creatures (wolves, coyotes, gnolls, 
Pet Wolf etc.) consider you a friend for 1d6 hours 


The Tale of You have advantage on Charisma 
Genji (Persuasion) rolls for 1d4 hours. 


The You learn how to speak and read Draconic 
Renegade and for 2 hours you gain resistance to either 
Wyrm fire, cold or lightning damage. 


The Fox and For 6 days, you can shift into the form of 
Crow either a fox or crow (rules of Druid Wild 
Shaping) 


STAFF OF NIGHTMARES (RARE, REQUIRES 
ATTUNEMENT) 

This gnarled stick made of blackened wood pulses with the 
remnants of some vile energy. There is what looks like claw 
marks on it as well, and symbols written in Abyssal have long 
since been set into it. 

While attuned to the Staff of Nightmares, you may cast 
both plane shift and sleep once a day each, requiring no 
material components. You also gain access to the Night Hag 
trait Nightmare Haunting, which you can use once per day. 

This staff also serves as a +1 quarterstaff. 


TOME OF FAERIE MAcic (RARE) 

A fine blue-bound book, it has magical symbols all along it's 
spine. The pages are made of a soft vellum and flipping 
through the pages, one can hear what sounds like laughter. 

You must spend 48 hours reading the book to gain the 
benefits. When you complete reading the Tome of Faerie 
Magic, you permanetly learn three of the following spells 
which you add to your spells known. These do not count 
towards the total number of spells you may know, if your 
class is a spellcaster. You still follow the usual casting rules 
for that class, however. 

The spells which can be selected include: animal 
messenger, bestow curse, blink, conjure woodland creatures, 
find familiar, gentle repose, plant growth, sleep, speak with 
plants and animals, magic circle, magic stone 

Once read, the book looses this magic for d100 years, but 
regains it at the end of this time. 


